


L2 Button 
LI Button 
SELECT 


R2 Button 
R1 Button 
START 
® Button 
® Button 
® Button 
O Button 


DIRECTidNAL 

PAD 


LEFT STICK 

(Not Used) 


RIGHT STICK 

(Not Used) 


FIELD SCREEN 
LI Button Not Used 


BATTLE SCREEN 


LI Button Increase the Special 
Technique Power 


Start Pause/Resta r1_a_ B attle 

R1 Button Increase the Special , ' 
Technique Power • 

R2 Button Not Use^ t 

® Button Open Item menu; Cancel 


\' R2 Button Not Used 


© Button Open a Menu; 

Cancel a Command 


Directional Pad 

L2 Button 

Not Used 


Move Up/Oown/Left/Right/ 
Diagonally; Move the Cursor 

Directional Pad 

Select a Battle Icon or Item 

Select 

Notiused 

Select 

Switch the Opponent's HP 

Start 

Pause/Restart a Game 


Display On/Olf 


® Button 

Not Used 

® Button 

Not Used 

O Button 

Talk to a Character; 
Execute a Command 

© Button 

Execute Command for 
Battle Icon or Item Selection 

® Button 

Not Used ■ 

® Button 

Use a Special Technique 
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DIGIMON WORLD is a mysterious fusion 
)f the natural world and digital fantasy. 
\t one time, many kinds of Digimon 
ived together on File Island, but at a 
certain moment in their history, some 
Digimon lost the ability to speak. They 
left File City to wander the various 
landscapes of File Island. 






Misty trees 

A beautiful mist^if 
forest is located'* 
on the northwest- 
part of the island. 


Tropical Jungle 

A lush green tropical 
jungle shelters a 
natural spring. 


turial Town 

lossy and disorderly machine town 
rhifihjunk and high-tech coexist, 
iTHin often hide in its sewers. 










Iv 1 ' rdibiiK) Dajuiiuiit^’i^ 

-. I ■ I: ■' I'. I i ■ ..Its him id Oiglihfttf 5^||p 


Reptile 
^wtth'sn 
isswe streak. 


ROOKIE DIGIMON 



DIKIMON GROWTH'*. 

As t'H'e p^ssttS^jTigimon get 
older pci di^wrtiTe.^ow a ' 
plaver'rmifls^rtligimon 
cfDterminfis hi'f'fitgi e' iuh- 


Rookie Cliiiiii|iioii Ultiiii.itf 


rraining 


lemoiii 




























GAME FLOW 


HOW lOPlAV 

Y(. r .ji r|„isi. n 'III:, qj’iip ,.s to iave Digiinon Wot rffrom danger This sect'or 
'■ 0 i/s 'l'(! udSK flim oftne game Rjiso your Digimon partner to become very 
st'o ig air' bring back t ■ tho City those Diijinier ivhq fta\^;lost their ti’eart'/' 


I 


FILE CITY 


SHOP 


ARENA 


BATTLE 



RAISING A DIGIMON 

i 



1 i--l . 




\ r 




■ z?:- 


FIELD AND MENU 


.... 

' FIELD SCREEN 1 Cluck 

In Digimon Worid, the City and the Field a n.'selays ii.niie tin 

connected. You can go between them usii ? Pl.iipr.. 

, . teeewnatP«d.YWC8na(p.ertteif9mn|0|^ ,. ' ’ 
or ffrom'a -—.... . .- 


Ferftraffcd' 




3. Your Digimon Partner 

4. Happiness Gauge: 

Displays how happy your 
Digimon partner is (sde p. 10).' 

5. Discipline Gauge: 

Displays the discipline level of 
yourOigimon partner (see pi 10). 




'' MENU SCREEN 

In Menu screen, you ran 
check your condition 
or the condition.otyour 
Digimon partner. You can. 
also use an Item or raise 
YOurDigiEnoij^.___ 




Yearl 


Dr.y 


(!) ( 
M-rl 


.^faro 1 


® ® 








¥■ 


SAVEAGAlWE'" 

When yoa sleep your 
Digimon partner, you" 
can save the gauk^ 

; Jybijr Memory Card."w 


- 


'l.ltemiAlist.xftgi^youhawe'. (Sbep. ^ ^ 

2* Digimon: Check condition of youTbtgmon ^ftne’r. (See'p: TOj11) 

rx^^rlltinn nf fhti TCft'n n' 10 


^^lljUayenlhpck condition of the Play^^?fcat.tSe¥pM2-j3) 
' ;i}r Pfaiseitgirji’ses s^r'|Ji#njf) 0 ,|a ijne r. (Sie ^17) 1’- 

5. Scold: Scolds ydftTSigimon partger-fSee p. 17i • 

6. SFeep: Sldeps.your#^ini^partnen'^^fr''^^^v 
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DIGIMON STATUS 




^ _ Ij" DIGIMON status 

Vctionjou can check the 
• curre^tatus of yoM Digimon 
partner and switch his Technique. 




6. Type; Shows yo'iir Oiqimon's Type. Based on your •’ 
Digimon's Type, opponent Ingimon may want to battle. 
Digimon's Type does not affect the dutcoms Of the battle. 


(5 

Ban 1 . 

** 

m ©Basis @ 


"k <>i>a 


Kara- 


.S*a 

■ f®,®. 



Virus 


Vaccine 


Data 


^ PROFILE 
1. Given Name: Shows the ,naffi‘e; you 
; gave Yoer-presefttWgfmon partner. 


7. Active Hours; Shows the time of day your Digimon 
partner is strong or weak for activity. 

^ COhipiTION ~ ~ ~ 

& UfeS^aeh time your Digimon partner loses a battle, this 
,.||oes one> If ttii|^gpesjo ?ero, ho will fade away., 

9. l^j^^sss'When this rs htfih, e Digiitiori lives longer, . 
li6i|;h e,vw'lt~ fa ecome selfish, ' 

10 DlSftipline: When this is high, a Digimon tends to be 
more obedient, but his lifi sperpggts shorter. 


11. Virus: When a Digimon goes to the bathroom anyplace 
but in a toilet, this virus gauge increases. IWatch out!) 

^“ISiAMirii"’' ... . 

parii •- iJ'qinioM ii,iujui-»»j,l2 HP (Hit Pointeh yte a LIFE gauge. When this goes to 
..■' ''z-gFti, your DigimortwilHade away 


2. Digimon Name: rl a..'. . ,' 11 ! 

pfsssn' 

3 Age 1 , 1 ' D (jimen pro tut.''s age 


4 Weight. Y„lii Digiinui, | artncr's 


5 . Specialty. Shows youi D,gin 011 
' tif'‘'peciii.iies laee |! I 61 
These affect the Teehrtiques he i 


13 MP(h 

till'. gop-.'n/K, V 


IS Dimnsivu >1 ‘s'3Jc.fcr1nl 

W-. irC 


l^fiedad to use Technlqgpff VVhen 
HI I P cannMu se Sft0^l)nrques, 

14 Offensive; Wher- 'ti >'s i ig 1 , Digit : '•^f’htftjfcyjjtVvr'u 


IB Spin if ‘ 

■>ttc,r.kinq iiiniirirj folio vng v, i'-s . 

1/ Briiiiii ' dll', lly‘r..'r' 


nuns ectipnsj^RN, 


1 


orders 


# TECHNIQUE SET 

in "Technique Set," you can check the Techniques that y m 

partner presefily has. You can set a maximum of 3 Techniques at one 
time. Whehyou preig® button in this screen, you can enter TECHNIQUE. 
SET mode andyoBTIffi switch the Technique. By pressing ® button 
in this screen, you can enter HELP mode. 



Your Digimon partner's presently 
set technique. 




Techniques yoyr Digimon partner 
has mastered thatjre available to 
be set. 


WTi 







Techniques your Digimon partner 
has not yet mastered, but once 
mastered, can be set. 

Techniques your Digim,(|n partner 
hgs, mastered, but casipt be set 
far his Digin^^^ciplty 

^Technique you'are tj 
trying te Set 







AN EXAMPLE OF SWITCHING TECHNIQUE 
1. Select a Technique to remove. 


ToweCljOiW ( 
cart"iryont?rt«'i® Lii on 
"F 'e T.’ ver. is removed- , 


2 vi'lfi' 1 iii'.v Trr'iiii|iii' 

* s- Lei s sr'"Lt Magma S 
B ••np' ^ 



3. Execute the selection 

, If you decide "Magma Boihb" 
is really the one you vtfant, 
move the cursor and press 

H hiituii; Now (lieTown' 
s'-bcgewulai. 

."Magma." 
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STATUS 


* PLAYER STATUS 

In this menu, you can check the 
condition of the Player (You). 



1. Name: The name of the PlayerXYou). 

2. Tamer Level; Shows the leveLolThe • 
player's Digimon-raising skid; 

3. Raised Oigimon; The number of Digimon 
the player has raised. 

4. Money in Hand; The money the player 
currently has, in “Bits." 

5. Total Time: Shows the total timetQjeplay. 

6. Special Items: Special Items that the 
player.has gaineddur.iijg»aaeafive|j|ui;e. 

7. Medals Collected; The number of medals 
the player has gained. 




DIGIMON TABLE 

Shows all the Digimon a player 
has raised. Select a Digimon 
with a cursor and press ® button 
to show the Digivolution chart. 



^ DIGIVOLUTION CHART 

Shows the selected Digimon s 
growth chart. 






Rumor has it there is a shop that sells 
Oigimon Cards somewhere in the 
huge Digimon World, Here you can. 
see all the Digimon cards you've.’ 
bought and collected. 


You can win a special achievement 
medal during a game. You get the medal ; 
automajipjiy'when you click on a certain 
hidden location while playing. When you 
win a medal, it shows on this screen. 


‘' How to Fish , ^ 

II i...... I — i ■ : ,i -i i ^ i t i i ^y^; .i.,.,i.i ; . ; .i.. i — t i ' i V 

- I Si”T;''SgeGt’your bait'lFhsd ititnj. 

■ <2»'B.^^:^}rich:d 


. «wrm '■ 



(JEl 

MeHais Chart 






♦ V » . » 1 






' ' ' ' 1 




If 

■ 




' 1 1 

!— - 





— 

WWmSM 



S'iloct • Cf-oei 





OrcsJ 


' .. ' . 






































































^ DIGIMONTEP 

- Each OigiiT!ga,ii|yi 
■TnyourOigin i; 
an advantage m'bat 
~fechnique#airovji 


‘»tgtie-XftchQk)UBs.;[he Techniques aval 


TtofS are odjef#g» 0 ion oaihe field besides ygur partm 
When you meet afiothei DigiiBon and It : 

Lo tight, a battle wilstartlflrfng the ball 
instiuctions to your Digirflio.n.gaitner using 

SCREEN ' 1; Player (You) 

. 

• iv; i g^jOppoiient Digimon 


CtigiiffaUalso h£iS"at iBast onAllni: 
^OTioCrfWgta^jB?) use in battle 


® SfeliP Gauge: Shows^yotir-BigfifWgWni 


lers remaining 


~(s9e.pJi^ 


tners remaining 


,_J. Technique Name..": 

2. Power; Offe^^ffdwer of the Technique: 

3. MP: Magic Fdinte'.^pent when the 
Techniqufr&pte'tf;, 

^Hlwus ERROR- 

S=famttBi 6inST6imdn is coi^®end;tsTOfc9fete. 


;4.Jt a»^fe atTCg?r5Bf^''dindt)imit within 
^hfafT^ Tachrwtgmay be^fl^E 

.5. SpecrExtra $ide-4ffgC£on;tl! ^^^M it which 
may occur when th§ Tec hmaaaJsJi sed. 


'~~tH^sfr8a!lpi%BSr^rga ti your Diqimon 

gartfter can use~lii.^-ftaishi agfeigg ue (see p. 27). 
7. Battle Icons:Byjsiqg thes gac tifedmu can send 
instractionsTtfVhuf DigimotrptSafife. 


jmiarn 


■ C^d E^aflfaationTPitjimon 1urn.s4ebarpxgmi£ 


i eahh a-^^ SEedefense is avadable. 

} ' yo isr ^^Mipaft- HP (Hit Points) will decrease little by tittle. 

11“^pralvzBfcbiigmton becomes psr.alyzed and won't be able to movb. 

;| ^ KlmKOilf COMA 

-M ’*1f yOqfDigiinoii partner's HP (Hit Paints) goes to za® dujing a battle, he will gtr 
t townt^a fiid'fhB knockout count will appear. If you don't treat the coma by using 
^esteie Floppy'or some other Item when the knoBtdofibunt appears, your 

will not only lose the battle, but will alsoTose one LIFE. When you 
Ibse'Hl’tfFE-.yourOtgimon partner will fade away. 


Your Call) Leaveeverything to 
yourOigimon partner and let 
him fightthe way he wants. 
Technique (max. 3): Tell him to 
t^thfrTschniauesvou chopsi 
in Technique Sat" 

Patience! Instruct your Digirao 
partner to go on the defensive 


Move.Away! Instruct your Digitnort;,,:;; 
partner to back off and keep a safe 
drsfance toutltLe opponent 
ChangcTargetFWhen fighting ibui^- 
■opponents, you daru demdeTo ilpnge 
which opponent to attack^ ’.S, 

■RueAway! .fl un awayirom the h4t||.'^: 
However, you may not be abietoftff'?-'-' 
away from all battles , 

intelligencetof your Cigifflon partner The Icons stjoyynhere 
igpnce is at'its highest. There are numerous other icons’ * 


























































;,'a^6ntigfl;io-!i!-! I'luiuihi balloon 
s: " , ; ■ I inon, 


HOW TO RAISE YOUR DIGIMON 

The Digitnon that you raise will age one year, 
every 24 game hours. As he ages, his looks 
will digivolve as well. How the Digimon digivolves: 
changes in response to how you raise him. 

By changing how you train or discipline the 
Digimon, you can change which of the many 
different Digimon he may digivolve into. 


Poop; Digimon needs to go tofe 
batliiuiHii, It yuuduii tget him 
to a toileftn tirne, he will go in a 
■fieWihffiiSasinghis "Virus" gauge. 


There is a relationship between each Digimon's Specialty and the Techniques they use. For example, a Digimon 
with the Ice Specialty would use water in a powerful way, but would use fire weakly. 


Food: Digimon is hungry. Feed , 
•him by selecting "Fooef from 
tom screen (see p, 20) and 
•then select “Use." 

Injury; When Digimon is attacked 
in battle; and hrs HP (§ee,p. rp), 
is low, he may gethurt. Heal.the .■■ 
injury by using the correct Item 
(see p. 20) or taking him to a clinic. 

Tiredness; Your Digimon is very 
tired. Go to Jijimon's house and 
see Punimon, so he can rest 
HP and MP levels will increase. 


Scold: Choose (D to scold your 
Digimon partner. When you do 
this, his "Discipline" will increase, 
but his "Happiness" will decrease. 


Praise: Choose ® to praise your 
Digimoh: partner. When you do 
this, his "Happinesd" will increase, 
but bis “Discipline" will decrease. 


• DIGIMON SPECIALTY 
FIRE: Offensive Specialty, uses flame 
or heat energy as a Technique. 
BATTLE: Attacks using physical , 
strength. He's good at increasing . 
his own power. 

AIR: Controls the power of wind 
and electricity. Specializes in overall 
or indirect attacks. 


NATURE: Specializes in using poison or 
scent He's good at Special Abilities water. 
ICE: Controls water freely and is able 
to create cold air by freezing. 

MECH: Able to control data directly 
from Digital World. Available only to 
an Ultimate Digimon. 

FILTH: Dirty things such as poop. May 
be powerful against some opponents. 


Sleep: Digimon wants to go to 
sleep. Select "Sleep" (see @ 
below) from Menu screen. HP 
and MP levels will fully recover, 
and your game status can be 
saved in memory card. 


Sickness: Pushing your Digimon 
physically (like not letting him 
sleep), may make him sick. Cure 
him by using the correct Item (see 
p. 20) or by taking him to a clinic. 


• THREE KEY ELEMENTS THAT AFFECT DIGIVOLUTION 

1. Care Mistakes: The number of care mistakes made in areas such as food, 
sleep and bathroom is important. In some cases, you must increase the number 
of care mistakes in orderto make your Digimon digivolve into a particular Digimon. 

2. Weight: Digimon's weight at Digivolution makes a difference. If you want your 
Digimon to digivolve into a big, heavy Digimon, put on weight by increasing his food. 

3. Parameters: Digimon's Parameters (see p, 10) at Digivolution are important. If you 
want your Digimon to digivolve into a strong Digimon, keep his Parameters high. 




















^ TRAINING 

To improve your Digimon partner, training 
is needed. When you train a Digimon, game 
time advances 1 hour. Depending on the 
Digimon’s Specialty, some abilities are easy 
to improve and some abilities are hard to 
improve. Plan ahead. 


Normal Training: Abilrties do not 
increase a great deal, but some - 
improvem'efit is guaranteed,. 

Bonus Try Training: When successful, 
abilities increase a great deal. But 
take care in case the training fails. 


# TRAINING AT THE GREEN GYM 
TRAINING EFFECT 


Strike: 

Boosts Offensive Power 

Boulder Moving: 

Boosts Max HP level 

Punch Glove; 

Boosts Defensive Power 

Running: 

Boosts Speed 

Classroom: 

Boosts Intelligence 

Waterfall: 

Boosts Max MP level 


^ LEARNING A TECHNIQUE 

Your Digimon partner can learn Techniques (see p. 11,15) according to bis 
Specialty (see p. 16) while in the course of an adventure in some Cases he 
will leant Techniques during training, butthisjs rare. Mostly, he will (earn 
techniques by watching his opponents Use th\m in battle. 



# INHERITING CARE DATA 

In somejcases, Digimon may fade away and be reborn during an adventure, 
AtthatTijjjfi^.the Digimon gives birth to a Oiqitama, a Digimon egg, using his last 
bitof ertflrsv,This Bigitama may inherit the Care Data Care Data :s the record 
of bow«8li you cared for your Digimon The Digimon s causa of fading away 
determines whether or not Care Datawill be inheriteo. 


if a Digimon fades away at the end 
of a normaifife span, rt will give birth 
to a goo#:Sigtefna vrtto inherits all 
the DigiiBdn's.abilities, 


If a Digimon fades away as a result of 
sickness, or if a Digimon loses ail LIFE 
in the course of losing a battle, the 
Digitama will: not inherit most abilities. 


All the.Techniques the Digimon had 
learned will be inherited. 


’Digitama may forget Techniques 
learned by Digimon. 


Thakind of Digitama will be chosen 
randomly. 


A player can choose what kind of 
Digitama he wants. 


8y letting the Care Data be inherited through many genen 
a.powerful Digimon, who has mastered many Techniques. 










I! f;'.'; .Tn H'r-i",' kirn's rl 

ItG if Diginion's HP 

(ll'i Pu'iilsi 1)1 Ml’ (Magic,RoMs). 
Sfiii 1 iiiciiMsf’ ■■ s Duwei. You Clin 
obtain Items by simply picking up 
Items fount}; or bjaang-tftem at a 
shop. Here are some ItemTOftipjes; 


RECOVERY ITEMS 

item name effect 


^ FOOD ITEMS , 

ITEM NAME EFFECT 


Ba'siCYood,''' 

satisfies hunger 


RiKiDvery Floppy 


Recovers HP 
(Hit Points) 


Recovers Mr*«^ A 


Makes Oigimon 


Double Floppy 


Recover! 

andWlR; 


Various Floppy 


leltiTfi to City .fast 


OmnipoteiJl. 


Restore Floppy fCures KnoiWut 
• ■ . . Si&-1 Coma,( §gfeR il5) 



BAHIE POWER ITEMS 
M NAME EFFECT 


* PERMANENT AE 
ITEM NAME IFF 


ITEMS 


^ DIGIVOLUTION ITEM 

When you give a Digivoiution ltei^»« 
Digifflon partner,'hTcgn digivo|ve regm 
of his condition.-H^ever, yoj^iw^ 
a Digivoiution ltei|i(o an In-Trainingw 
Some Digivoiution ltems ^^iSi j ^n k|i^^ 
to a Champion Digimot^^ 

ITEM NAME I^EEMlrf 


jrnore Items than 


umuufirij'i' llnm 
sitWwobovB.l 


V * ^ 

Grey Claws^jJ 

Digll^^TO G^SpPj 


Fireb"^^ V'” ‘ 



—-1 

«toivolve to^^mon 


': ’ ' Offense Chip 

Boosts maxiraom ^ 
tfifensive Povverlevera 

LiiiiJ 

Defens i' 

Ron.si.s inii»i:iiim 
^ Defensive Power level 

:■ .:i 

Jfirain Gffip^'" ir; 

Boosts martiiTium 
.Intelligence level 

i 

■Speed Chip 

Boosfs^rlixii 

Speed,lo\®l:.: 

|ium : 

:■ 

HP Chip 


^um ‘ 

1 level' 


;;MPT:hip'’^»?«"' 


hirffi 

pint) level - 


— 

^R^se Disk 

Boosts Offensive 
'Rower in battle. 



Defense Disk. 

:'"Bo6sts Defeosim^ 
Power ill feilttle ^ 

B 


Hi-SpeeB Disk 

Boosts Speed', 

in battle ' 



Omnipotent Disk' 

Bols#lfFDill6'''‘ 

abilities 























































































File City is llic ;'sl k : in O'gtgtgft, 
World that yoi' iFi i’l u'l.r, wiiEw^'ts 
In the bog inning, i1 
lonely beoaiisfttheit! m'yuiy t‘■lv 
■Ij^^Mfiiniving i 
to nri'ii) bji. k the D'giroon ivho ve 
loft Fils City Its up to you orKl-yoiir 
Digiinon ojitnej to battip, persuade, 
and 136(0011(1 thorn As yuu gain 'More 
frtends, titoy wUI unon up shoo.-, that ? 
can provide you with useful Items, 
“andtlieCrty witi’aghin flourish. 


— 


SHOPS 


'!.i: ... . 

ITI M KtrPER 

I (nd IS d shop Agiirnon 
( pen ^ when the City 
cru'As They .vill hold 
I'lPnib for you tha; you 
tint tuny 


i^^^PP«f™hy 
yBwent floppies. 

YoLI .can also.sell yo.tir 
Jteins here. 


WARP SHOP 

Usoful shopwhern 
they sond you to any 
pIdL p in the world 
insldiilly You ran 

noAl .idvenhire . ... 


File-City wii dSyti|qp 
and more shopsywlt 
open as more Digimo'n • 
return to the City. ‘ 

Gotojek to the City 

horn time to time I.- ■: 

andfouTI find new shops and services. 


# ARENA 

As the city grows, many shops and serve i-s o.i I oji’ii Qi o nl 
the most important is the Arena. Here yoi 3n. 

compete against other Digimon wlfoVe 
tournament The size and frequency of the toupnaments h 
increas.e, as the City develops. 






PARTICIPATE IN A TOURNAMENT 

1. Ri^TfR AT THE RECEPTION DESK 

'pg’Ster at the 'fenaEMcWItff} desfer^u can choose a 
it'by checking the toutflrfflsjBl-SElfedBfe. Depending on , 
.tll^ffiifmeni, contestants must qir^i%i).W»eelfng4 equiremehts 
suGfe3s.i0i0imon i^?^y (see p. T6.) or^pperatmn If the Digimon 
^^._.dQ 69 s^i|||etth@ requirements, Ire may nptbe able to compete. 



2.E«TERTHR0UfiH THE 6AtE AT GAME TIME .. . 

Once yOufinlrifregisl’^qn.^pto the Arena. To.cBfl^^he Digimon 
mustentKffiWgh^^g^Mt Gate. Do not bd'l^ffitehess will 
result in nstbef^ afrr to comiiete. 


WARNING! 

1. If, duetoDigivotetionttfwii.' 'thor reason yr.uisOigimon partner digivolves 
between the time of registration and the startof the tournament, he will 
not be allowed to compete 

2. If the Watch results in a tit ir will be declared the loser. 









































BAHLE WITH FRIENDS 

Ha¥6:a battle with a friend! In a Memory Gard 
Competition Battle, you can use the Oigimon data 
saved in a Memory Card apd'Wvd the Digimon you 
raised fight against a Oigimon your friend raised. 


I^OAD tlEIVIORY CARD 

: insert the Memory .Carchcontaining 
the data of the Digimon you wanttcjs 
compete against and load the data. 


0 HOW TO SAVE YOUR DIGIMON S b^TA FOR COMPETITION BAHLE 

' ..i_. . ft*_ ' .■■. -. 


3. SELECJ A STAGE 

Seie'ci a stage for the match 


A OIGIMON 

rWom among the .registered Digimon, 
select arid confirm the Oigimon you 
want to use for the match. When you 
finish selecting, both player's rriuSt’ ' ' 
pres's the START button. ; •?!* . ,' ' 


i‘,^.’|n order to play Memory 
■>|:-fcard Competition Battle, 
first you have to register, ' 

(save) the Digimon you ' 

raised. You can register 
using the Save Machine in 

Jijimon's house. H^^er, _ 

: you cannot remMMfn-Training Digimon. 


5. START THE BAHLE! ^ 

Competition Battle is similar f^^S 
Battle as^fayed in the regular game, 
t, to their Digimon 

■ ^UiSip^fte^cdfitfolter (sgePages 2-3). 


^ BAmEMOQ^PSF 
SINGLE BATTLE 

One-on-one Digimon battle. Players 
iise Controllers 1 and 2 to give orders 
to each Digimon. 


TEAWi'BAmE 

Three-on-three 
battle. Take ori 
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TIPS 







m RAISING YOUR DIGIMON 

TRAINING 

At first, all training will be done in the:; 
Green Gym, but there are other training 
facilities and the effects are different 


MEMORY CARD COMPETITION BATTLE 

You can save competition battle data anytime. 
When you raise a strong Digimon, save often. 


EXAMPLE: AGUMON'S DIGIVOLUTION 

, Greymon: In order to make Agumoh digivolve 
to Greymon, he has to have a regularly 
scheduled lifestyle and high parameters! 

Meramon: If Agumon has a , 
tight body, high offensive power' 
and a non-routine lifestyle, 
he will digivolve to Meramon. 


DIGIMON DIGIVOLUTION 

Digimon digivolve to many 
different Digimon 
depending on how 
you raise them. -.5^ 

Using Agumon 
as an example, •»* 
here is how your 
care will affect » 

his Digivolution. 


SPECIAL DIGIVOLtlTI 

While Digimo 
may mu 
or chart, I 





BAHLETIPS 


PARAMETERS CAN INCREASE AS 
A RESULT OF BATTLE _ 

Although not as imicii s ('^p ' 
as through training, . 
your Digimon partner's ' - ' 

■ parameters (see p. 10) ; wk* '."i 
will grow a little after •' . 

winning a battle. t«.v.v. 


Hour WISELY 


When the hriisi 
partner will bo able tff^ 
(seep. 14,15)by miw'^ 
LI and R1 buttons on^l 
Digimon partner lighis u 
Since there is no way to 


'oiir Digimon 
ig Technique 
.ipully pressing 
Syyhile your 
IseTjjs power, 
nst a ^rishing 


you might.be'al 


CONSIDER THE OPPONENT'S SPEGl 
USE TECHNIOUES ACCORDINGLY! 

lEach Digimon has'c ^rt3,f«Speri»TITg?; 
































